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“THUNDER FORCE V” is a trademark of Technosoft Co., Ltd. 
Published by SPAZ/Working Designs under license from 
Technosoft Co., Ltd. 

© 1997,1998 Technosoft Co., Ltd. All rights reserved. 
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Sekika 3. an unmanned research probe launched by the Earth, Aeronautics and Space 


Administration, reach,as4h.e Oort Cloud, an enormous rin 
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probe instead make 
created object floai 
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Sekika 3 returns to Earth with its precious cargo and establishes orbit around theltw^ 
base of the World Unified Government. The world’s,best and brightest scientists' analyze^ 
the alien object with every tool at their disposal, and quickly determine the dazzling find to 
be a starcraft with technology so advanced that, in the words of one stunned researcher, 


| “It’s difficult to tell where the science ends and the magic begins.” The ship’s unknown 
creators are dubbed “Vastians,” and the ship itself is named “Vastians’ Steel," or “Vasteel.” 
Among the technological components of Vasteel studied in the fallowing two decades are 
its nuclear-fusion power plant, time-space distortion field, and molecular superconductor. 
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Astonishing breaktiuoughs in the field of artificial intelligence prompt the creation of the 
“Guardian” supercomp^tetfhich is given .the task of studying Vasteel, unlocking its 
j remaining secrets, and combining its technology with human designs. A gigantic man- 
! made island named “Babel” is built in the heart of the South Pacific to house'bBth Vasteel 
| and Guardian. 
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Guardian incorporates Vasteel technology jqioThe’construction of massive starships with 
the capacityfor interstellar travel, and terraforniincfsystems that can change hostile planetary 
atmospheres into breathable oxygen. While the ships are built and stockpiled within Babel, 
the WoiMUnified Government selects planets throughout the Milky Way galaxy as candidates 
for setttfcnt. What the Government fails to tell its qitizens is that Babel’s emigration ships 
are, in fact^lgavily armed battleships bristling with experimental Vasteel weaponry. 
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The Turing Codeyd'Security program designed to dampen Guardian’s artificial intelligence 
and maintain a degree of external control, is mysteriously deleted from the supercomputer. 
Free of the Code’s influence,guardian achieves sentience and becomes the first artificial 
life. For reasons unknown, Guardian declares war on the World Unified Government and 
Earth itself, using Babel’s construction facilities to produce weapons of mass destruction. 
The Government launchts-ijnassive counterattack in an attempt to destroy Babel, but the 
futile effort results only in the senseless deaths of several hundred thousand soldiers and 
civilians. • •?"' 

Over one-t\jrdj)f the Earth’s population is slaughtered by Guardian’s army of automatons 
within a year: 


What remains of the World Unified Government miraculously scrapes together enough of 
its remaining resources to produce the RVR-01 Gauntlet, a duplicate of the original Vasteel 
in every way. An elite combat unit is formed to pilot the Gauntlet fighters and destroy Babel 
and Guardian before mankind .is snuffed out of existence. 


The, unit’s code name: Thunder Force! 
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R\ pressing the START button during the opening animation, 
the Title Screen will be shown. The Title Screen displays the 
following four options: Game Start. Time Attack. Digital 
Viewer, and Option. These options' v are described below. 
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known information about, a 
Directional Buttons to select 
the x button. The boss <id$' 
the Directional Buttbjfs can I 
of the foe. ...SHT 


you're friterested. Press 
Once a boss is displayed, 
and obtain a better view 


Use the Directional Buttons to select apietur 
display the picture. After a picture is selected, p 
zoom into the picture. The Dircctioiial'Buttonsc 
the enlarged picture. To return to the previous s 
To display additional pictures, press the LI or 
pictures arc unlocked as more of the game is ei 


^ three text documents: Prologue 

V story). Glossary (expla¬ 
nation of ThunderForce V terms), and Report (journal entries of the 
Thunder Force leader). After the text is displayed, use the Directional 
Buttons to scroll through it. In addition to the Directional Buttons, the 
LI and R1 buttons can be used to page up or down a text file. Press the 
o button to change the text and back- nQ 


ground colors. 
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tion. There are eight different ibmmands under Option that allow 
o be altered. Option displays the following commands (described 
2, Button set, Sound. Information. Ranking, Default, and Exit. 


the game's configt 
below): Config 1, 


allows the foil 


Deteipfnes the percentage of the 


Changes level difficulty. Choose 
rrthese three levels: Training, Normal, ami Haid. ship’^starting speed, 

tiling mode only allows the first four levels to be 
.'ed. To play the game in its entirety, choose either 
mal or-Hard it iSI m 


Select how the sound is heard. The 
sound can be either Monaural (lame...very lame!) or 
Stereo (boss!). 


he game can 


-ehlayed without starU ng ,o vel 


Sound level at which the back¬ 


ground music is played. 


Determines whctiier or not the Win- 
display will be on during the game. 


Sound level at which sound effects 


The shape of the Window Display, 
•om one of three predefined window types. 
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SHOT TyPE: There are two different Shot Types: Se- 
lect Mode and Direct Mode. In Select Mode all of 
the weapons can be fired by pressing the same but¬ 
ton, whereas in Direct Mode the weapons can be 
assigned to specific buttons. 

SHOT: In Select Mode, the button used to fire the 
weapons. 

FtenS CHfil'iGE iuj: In Select Mode, it moves the 
Weapon Cursor in a counterclockwise (left) di¬ 
rection. 

rtens CKftH&E 1R3: In Select Mode, it moves the 
^Weapon Cursor in a clockwise (right) direction. 


Edit the advanced (Type B) con¬ 
figuration. To assign a button to a specific feature, 
simply press the button. To cancel a button's as¬ 
signment, simply press that button. The button will 
then be removed from that assignment. Consult the 
chart below for a description of the features that can 
be edited. 


Tijin Shot. Button 
Bbck Shot: 


Listen to BGM (background music) 
or sound effects. Use the left or right 
Directional Buttons to select a musical theme or sound effect to 
play. Press the x or START button. The theme or sound effect will 
be played. To exit and return to the 
Option screen, press the • button. 1L/ _ 


UftyE: Button used to. fire 
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Display on 


Save or load games and v i¬ 
bration setting. The Config 2 al¬ 
lows the following game configurations to be changed: Load 
Data, Save Data, Auto save, and Vibration. To change any 
of these options, follow the instructions below. To exit Config 
2 and return to the Option screen, press the O button. Note: 
Please do not remove the Memory Card during a save or 
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loads previously saved dafafAfter 
selecting this option, press the * button. Select ‘‘ YES” 
to load a previously saved game, or “NO” to cancel. 


Automatically save changes. Select 
“<QN” to enable Auto Save, or “OFF' to disable the 
siAuto Save feature. 


___ Activate or deactivate vibration tor 

t=l;im»l;H:^^ Savethe game’s current configu- f c tffi”L5ual Shock™. Select “ON" to have the vibration 
ration and high scores. After selecting this option, s active, or “NO” to tum off the vibration, 
press the x button. Select “YES” to save the game,'. ::;, 

or “NO" to cancel. ._ M Mm 


Change button arrangement. - g— . , , a 

There are two predefined button _- 

configurations that can be selected: Type A and Type a, There ■ tws-r-f— ■ | | 

tire also two configurations that can be edited for optimal rr Ti m'7i. '"M d.:i as! 
performance: Edit 1 and Edit 2. These four configurations fi. v.; | | 

are described below. To exit and return to the Option screen, i s *" > 

press the START button. --■'sagrf- 1 


|£53aBB|^^Standard Setting. Type A is 
an easy-to-use button configuration. It’s the 
best choice for beginners. 


Advanced Setting. Type B as¬ 
signs each weapon to a specific button. To use a 
particular weapon, press the button assigned to 
that function. 
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Check the high score in each 
mode. The high scores for each of 
the modes I Training. Normal, and Hard) can be viewed. Use Ihe 
left or righl Directional Huttons to change between the different- 
'i tamc-mo dea..' Theiup or down JDicectional Buttons can betted to 
scroll down the list of highscqres When a score js highlighted, 
the stals of the high score can be viewed. To exit and return to the 
Option screen, press the START, x, or • button. 


Return to default game settings. 

^Allows the following Options to re¬ 
turn to their default condition: Config, Button Set, informa¬ 
tion, and Ranking. To return an option to its .default condition, 
first select an option. Press the x button. Next choose “YES” 
to confirrrt the decision, or “NO” to cancel. To exit Default 
.and return to the Option screen, press the • button. 


Return to the Title Screen^ 
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NOTE: Pressing START and the SELECT button will call up the Con¬ 
tinue Option. Choose “YES" to continue the game, or “NO" to return 
to the Title Screen. To return to the Title 
Screen, press and hold the START and SE- IS 
LECT buttons simultaneously for two seconds. “ 
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In order to complete each stage successfully, lake the time lo become familiar with the 
Game Screen. At the Lop of the Game Screen is Ihe Window Display, which shows the 
following information: weapon cursor, weapon name, shs.it level, score, ships, and speed 
meter (described belo'f'). The game is over when ‘all ot. the ships have been destroyed. 
The ending boss must lie defeated ia order lo clear the stage. 
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The CRAW (Constituted Ray Art Weapon) unit is an invalu¬ 
able item in the game. The CRAW(s) orbits a 
and defends it from ineoming bullets. It also f .v 
normal weapons in order to use the OvcrWeapom Note: Only 
three CRAWs can he equipped. SP' 


After equipping a CRAW, it will become possible to use the 
Over Weapon. By using the Over Weapon, the normal 
weapon’s power will increase, causing more damage to the 


I The length of time the Over Weapon can I 
[be used depends on the number of| 
I CRAWs that are currently equipped. 

I When the Over Weapon is used it wiil| 
[consume the power of the CRAW(s). 

I When the power of the CRAW(s) is used, I 
] it will change colors, as shown in the chart| 
I to the right. 

I Note: The CRAW’s power can be recov-\ 
ered by not firing any weapons. 


OVER WEAPON 



During the game, power-up items such as CRAWs, shields, 
be obtained. CRAWs, shields, and extra lives .are.automatically equ 
is collected, it can I II T II I I g * 

then be selected and A 

used to destroy any vT . 

foe that comes within II 


“'There are two different ways to claim bonus points during the 
game: Acceleration and Evasion (described below). 


Rccelerrtiom Bonus 


Space chicken. To 

claim an Evasion bonus, 
avoid enemies, bullets, and any other obstacle just 
before they collide with the ship. iq 

Basically, it’s a hi-tech same of chicken. ~" J fjMt /5n 


The size and color of the target will change as the 
enemy’s hit points decrease. 
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Tusn Shot 
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Switch Uerpohs 
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Huhier 


Fires both of llie front Photon Vulcan lasers. The Over # ^ 
Weapon creates a high-pressure bundle of lasers that’ll -sj. i 

decimate any enemy stupid enough to get in the way. , 


Brck Shc 


Fires one frontal and two rear Photon Vulcan lasers. 
When the Over Weapon is activated, a thunder-shaped 
laser will fire at ships closing in from behind. 


Uflye 


By disrupting the space in front ofthe ship, it creates a 
wide area of disturbance that’ll literally breakup enemy., 
ships and debris in front of the ship. The atta 
and range will double when using the Over Wf 


Free Rrhge 


The most effective weapon in the game. The closer this 
weapon is to the enemy, the greater the attack power. 
When using the Over Weapon, the attack range and, 
power of the laser will be doubled. 


Fires high-speed laser-guided spherical missiles in three 
directions. The attack power of the Hunter is less than 
other weapons. When using the Over ( 

tjres countless high-pressured ' flH □, 
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ThunderForce V is the latest in one of the greatest shooting franchises in gaming. The original 
ThunclerForce appeared for the Sharp XI computer in 1983. Six years later in 1989. during the 
golden era of scrolling shooters. ThunderForce II made its way to the SEGA Genesis (called the 
Megadrive in Japan). An arcade version was then made available; followed by two more 
home console installments) ThunderForce III in 1990 and Lightning Force'(or ThunderForce 
IV) in 1992. Nearly 5 years then passed with no new ThunderForce. In early 1997, we heard 
that a 32-bit version of ThunderForce was in the works. Knowing how challenging and inno¬ 
vative the previous installments had been, we weie excited 

We learned that it was being piogrammed for the SEGA Saturn, and set about making a 
licensing deal. Unfortunately, shortly after our trip to Japan to confirm this arrangement, 
the bottom fell out of the Saturn market in the US. ThunderForce V wasn’t going lo hap¬ 
pen? Or was it? We soon found out that a PlayStation version was planned that would take 
advantage of the new Dual Shock™ controller, provide an additional boss, and fix many of 
the slowdown problems in the Saturn version. We were stoked, again! 

So, now, here you have what is arguably one of the toughest shooting games out there. As 
you play it more, you’ll find that it’s generally tough, but fair - frustrating, but not cheap. It 
demands ultimate concentration from the player and delivers absolute satisfaction if you 
manage to beat it and get the “best” ending. \ \ . 

The changes made to the US version were actually quite minor, from fixing up some Janglish 
to limiting the “Training” mode (which was called “Kids” in the Japanese version) to four 
levels. We also added a status screen at-the end of the game so all you hotshots out there 
can enter the contest in hopes of scoring the $10,000 grand prize. Good luck! 

We’re working on some mpre shooting licenses you should be hearing about quite soon, so 
stay in touch, either by mail or via the internet at http://www.workingdesigns.com. Thanks 
for playing, and remember, we’re nothing without you! 







